All items on this page are avail- 
able from: 
Games Workshop 
15 Bolingbroke Rd. 
London: Wel4 


USED GAMES 


A 
PAS Kah 
i At ‘Tattieal Studies Rules @ 


Barbarossa (SPI) £1.75 

DUNGEONS - Fantasy board Zame £7665 Flying Circus (SPI) £1.50 
WAR OF WIZARDS - S duel ( Guadal Canal (AH) £3.50 
- Sorcery duel (complete gang) Korea (SPI) £1.75 

tae Pokol (Ariel) £2.00 

STAR PROBE. Complete /space game; — £365 Troke (Vic-Toy) £1.50 


CAVALIERS & ROUNDHEADS ~ ECW miniatures rules 
= £1.85 


BOOT HILL - Wild West miniatures rules — £3.05 
EMPIRE OF THE PETAL THRONE — “only” £15025 
PANZER WARFARE - Rules for micro-warfare - £2.45 
TRACTICS - WWII miniatures rules (3 books ) -£6.10 
TRICOLOR — Napeleonics rules — £3.05 

MULTI-SIDED DICE SETS - for D&D etc. — £1.55 

THE STRATEGIC REVIEW — TSR's newsletter — 30p eae 


Please add 62p p&p on all orders except 
SPI in which case add 35p. 


MADAME GUILLOTINE 


France 1798 is the setting for a 2-6 
player simulation of the brutal struggle 
for power. 

75p including p&p 


INFINITY 


"Recreate the heavens and the earth" 
Ag reviewed in G&P 36. The pieces are 
works of art! 
£3225 ince p&p 


3rd Millenia Games 
As reviewed in O&W 8: 


All prices include p&p. Stocks of most of 
the fantasy items are in at the moment; the rest 
are on their way. Orders for items in stock are 
usually dispatched within 7 days. 


Railway Rivals 
As featured in O&W no.6. Players build, op— 


erate and extend competing railway systems. Shiloh £1.60 
36p + 8p p&p per kit. Games available are: Operatiom Market Garden £2250 
1A - SE Wales 1G = Central Scotlana ||Focr Buoody Infantry oes 
B= de i - sf f 
x: London to Liverpool 1J Mersey and Humber Bmpire I £2.50 


1D - New York to Chicago 


Railway Rivals Handbook ~ Covers kits 1A — 1D 
18p + 8p p&p 


As reviewed in O0&W 8. Table top space 
war gamee 
Set complete £1.00 


MeRCeCNARY 


Game of bribery and corruption in 
war-torn 16th century Europe, where 
1-5 players try by skill and cunning 
to amass personal riches. Set includes 
map, rules and 220 counterse 
£2.35 3 


War Games 


Peninsular War - Wellington's campaigns in Port— 
ugal and Spain, 1808-14. 36p + 8p p&p 
See O&W-7. 


Peninsular War Book — 30p + 8p p&p 


The Pennine War — Imaginary conflict between 
Lancashire and Yorkshire. As featured in O&W 5. 
36p +. 8p p&p 


Organized Crime 


Game” of big-time racketeers as reviewed in 


in Games & Puzzles 33. Complete with 
imap, counters, rules and dices 
1el5 ince pep 


O&W 9. £5.99. inc. p&p 
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INTIMATE DIPLOMACY 


An article by our old buddy Peter Swanson in 
the new Diplomacy Handbook introduces a two 
player variant devised by Steve Doubleday and) 
Adrien Baird. A decent Diplomacy-for-two 
game has been sought after for some time nov 
and, as this one is pretty good, we felt that 
we ought to give it the publicity it deserves 

or as much as we can offer at least! The game 


THE 1975 DIPLOMACY HANDBOOK 


The IDA's third annual Diplomacy Handbook has 
recently found its way to the Workshop for us to 
cast our eyes through. 

It is 56 pages long excluding the editor's intro- 
duction, mimeoed (but, nevertheless, good 
quality) and backed with stiff paper. The front 
cover shows a conference map as in the USA 
Dippy sets which contain, as standard equipment, 


is played as follows: 
(a) Players write out order—-of-prefer— 
ence lists to decide their own home 
country. These are then revealed. 
Each player is given his first choice 
unless both first choices are identical 
.in which case both players receive 
their second choices and so on. 
(6) Both players are then awarded a certain 
starting capital ( ‘Monetary Units' to be spent 
on mercenary nations) according to his home 
country's power and position as follows: 
England, France, Russia, Turkey - 20 MU's 
Germany -— 22 MU's 
Austria/Hungary, Italy - 24 MU's 
(c) The play of the game goes exactly as in 
the original, except that control of the non- 
home base countries must be bid for before 
each Spring move. Players write down bids, 


7 of these for conferences. 
"It is the only all-Diplomacy article 
collection available" says Scott Rosen— 
berg in the introduction. Thirteen 
articles are in the book and to whet your 
appetites, here are a few titles: 
Famous stabs in postal diplomacy — Edi 
Birsan 
Seven Years' War - Lew Pulsipher (variant) 
Game theory and diplomacy - Mark Zimmerman 
Sandardabbreviations for provinces — Scott 
Rosenberg 
North American diplomacy players' survey No.2 
results — Lew Pulsipher. 
The handbook costs £1.25 plus postage and will 
be available from us soon for any of you *ho 
have any difficulty in getting it From you> svn 
sources, ’ 


in MU's, for any or all of the mercenary countries and these are revealed simoultaneously. 
The highest bidder for each country controls that country for the year. All sucessful bids are 


deducted from the players' credit. 


(d) Players can bid more than they have in credit (counting on losing some bids), but should a 
Player become bankrupt, he loses all MU's and the opponent pays only half price for his bids 
on that turn. The next year, the bankruptee starts his credit from scratch again. 

(e) After each autumn move, players receive one extra MU for each supply centre controlled 
by his home country (i.e. not only for new supply centres). 

(f} The game is won by the first player to occupy his opponent's home supply centre. If this 
happens simultaneously, the richest player wins. 


HSI 


OWL & WEASEL is Games Workshop's monthly misanthropic malady loosely defined as a 


magazine and thrown together by Ian Livingstone, John Peake and Steve Jackson. News, views 
and articles sometimes appear besides the usual rubbish. 


EDEFO: 


A bit off pehed-iseue with: nat many con tributions from the home front. Anyway, our 
thankgito afl of fou, i 3: TypKendallohns, who have sent in articles to keep us afloat 

. during this rather hectic eri ode Ne heed to tell you that the reason for all our Panic and 
general parano’ eae. Who. would have thought that a one day event of this nature 
would néed So ie ‘The enclosed flyers will give you all a good idea of what 
Games’Day’is all about and we'd appreciate your sticking a couple of these flyers up in 
your. Glub/ society/office butchers or wherever causes you least embarrassment. Next 
month's issue will be-specially extended to incorporate the Games Day programme and so 
don't'be caught off balaricé By the increased size. Talking about size in a different context, 
I wonder how many of you had to pay a call to your opticians after having read last month's 
microscopic-sized Weasel? Quite a few I imagine and to them we send our apologies if 
they can still read them,-The/blame, however, lies with our printers and more particularly 
thetr overenthusiastic guillotine operator who took it upon himself to "cut the Weasel down 
to size". I hope that he is reading this as it comes off the press to remind him that the size 
of the Weasel should be A5. 
Some good news for London gamesters is that a third games shop has now opened in central 
London and I believe a fourth is in the pipeline. Knight Games, 33 Old Compton Street, W1 
is run by Derrick i<night, ex-Just Games (it's getting as bad as football), and it is intended 
that games enthusiasts are to well catered for. Already a mini-exhibition of the best-railway 
—game-ever, 1829, has been held and it was certainly well attended. The fouth, again under 
the reigns of Derrick Knight, is to open somewhere on King's Road, Chelsea and so we, as 
games enthusiasts, are at last being well catered for with People at last giving credit to the 
much ridiculed games addict. 
One last point I feel I should mention concerning Games Day (it's getting boring) is an ex- 
Planation of the admission fee thereto. You might recall that in earlier issues we quoted 
20p for everybody, regardless of age. The admission fee we have decided upon now of 30p 
for Adults and 15p for Children has been brought about partly because at the time we had no 
idea of the cost of hiring the hall (EE££££E's) and partly to make it fairer on the kids. Sorry 
for messing you about. 
Well, that's about it for this month. Again I repeat that we are looking forward to seeing 
you all at Games Day (there I go again) as it's going to be the best games event of the year 
and also the worst as it is the only one of its kind! Jf 

Ore 
pas a 


GAMES DAY 


PLACE: Seymour Hall, 
Seymour Place, 
London W1. 


GAMES 
WORKSHOP 


Marylebone Tube—tal 


DATE: 20th December 


PRESENTS —— 0 OOF 
TIME: 10.00am ~ 9.00pm MARYLEBONE ROAD 
pg ee 
ADMISSION: Adults 30p oy 


Children 15p 


Stalls must be booked by 
Monday, 1st December. 
For further details and/or 
booking form, please write 
as soon as Xossible. 


STALLS & DEMONSTRATION & INVITATION GAMES * EXPERTS * COMPETITIONS 


WOUERW BAYES 


This is the second in the Quad series from SPI. It is based on the NAW/Borodino system. 
This means that it is mechanically easier than most games, The CRT is a differential one 
and so as long as you can subtract then you are O.K. The counters are pretty smarn: in light 
blues, greens and khakis. They all have vehicle or weapon silhouettes and are battalion/ 
regiment level counters. Artillery nave various ranges to bombard enemy units but they may 
also be added to defences after the attacker has declared his attacks. Some scenarios have 
air support points (pinch some counters from Year of the Rat) and SAM's. The latter do 

not actually shoot down aircraft but score victory points. Presumably they kill after the 

aircraft attack — but the Israelis always keep the same quantity. The differential chart causes 

a very mobile situation, so don't get trapped on the wrong side of the river. 

The four games are as follows: > 

(i) Wurzburg - four scenarios of which the first is a meeting engagement, the second is the 
siege of Wurzburg as USSR forces try to beat up the garrison whilst screening the US” 
who are galloping to the rescue. The third and fourth scenarios are Russian and American 
offensives. : 

(ii)Mukden —- or "Mister Wu's a guerilla now". This has several scenarios including a guerilla 
war. The Chinese are mainly infantry whilst the Russkis are all mechanized. 

(iii)Golan (1973) — real biff—biff this, as the Syrians sweep forward in an attempt to free the 
Golan from Zionist aggressors (official) and the Israeli reinforcements come on heading 
for Damascus. 

(iv)Chinese Farm - Arik's Sharon's crossing of the Suez Canal. There really should be a 
dug-in CRT for the Canal force as the Arab player can see too much. 

Anyway, they are pretty good games and Malcolm Watson (SPUK) hopes to have the Napol- 

eonic Quad in by January 1976. This will include Marengo, Jene-Auerstadt, Wagram and 

Leipzig. 


ANCIENT GAMES REVIVED 


Paul Bailey and his wife have recently formed a small company with the intention of 
resurrecting and marketing traditional but long forgotten games. The prices of the games 

are appealing at 50p to £1—-50 but we have not had sight of the games and are, therefore,unable 
to comment on the quality. 

Dablot Prejjesne is a Scandinavian game recreating the conflict between a roaming Lapp 
nobility and settled farmers defending their smallholdings. This is, however, an abstract 
game similar to an overcrowded game of draughts. 

Tablut is a Swedish game illustrating the attempt of the Muscovites to lay siege on a Swedish 
king in his citadel. Again in abstract form the game is played by placing the king in the Centre 
square of the board, surrounded by his supporters, with the object of escaping from the 
castle to alude his persecuters by reaching the edge of the board. His persecuters,th- 
Muscovites, are placed along the edge of the board in an attempt to prevent him from > ing 
so. s 

Tamerlane's Chess in booklet form together with board and pieces, is the first of a s«ries 

on the origins and evolution of ‘chess. It is Played on a board of 112 squares, 11x10 with two 
outlying squares. Each player has 26 pieces made up of Elephants, Giraffes, Camels, 4orses. 
Advanced Pickets, War Engines andan all important General. The larger board and lack of a 
Powerful queen tend to make it a longer game than western chess but it appears to have more 
cut and thrust action. 

Chinese and Burmese chess should have been released by now and work has been started on 


++Charles Vasey++ 


~ Chaturanga and Shogi. 


Anyway, if you want more information, then write to Paul at: 
35, Long Street, 
Devizes, 
Wiltshire. 


+41L++ 


imes supplement - producing a range of adult games and 
production and design, are exceptionally high but rm 
his ing at around £5.25 - above average for British-made 
ve aH 4 
Eledbioris(the first commerci #11 sfoayped game I've seen which simulates this country's : 
litical salesmanShiptas six parties (Independent, Liberal, Socialist, Conservative, | 
and Nationalist) geapple for power. ‘ihe game runs quite like a real election and is A 
i in two phases, The first of these deals with the campaign as players travel round the | 
country securing votes, while the second phase, which takes place when the General lection 
} 
i 


is called, deals/#ith last-miflute floating votes and the count—up. At the end, regions are 

declared! asCtheir! réspective votes’ are counted, givin; 

listening to the real thing on the radio, 

The most striking feature of the game is the number of fid@ly little bits (characteristic 
llect) that you find in the box: playing tokens, Sopularity Index markers, a pack of 

gn Vards, loads of vote tokens, rules and the board. The latter is a very colourful 

Britain divided into 10 regional areas, Bach area iwith two exceptions) is composed 

ral pink squares, for #lectoral Group Tokens; several yellow squares, for Floating 

Vote Yokens; and one Absentee Vote square, unon which that rezion's Absentee Vote Tokens are 

initially vlaced. There are also two other squares in each of the regions; a Campaign square 

and a Floating Vote sauare which, to all intents and purposes, are irrelevant. 

A note here for the poor readers amongst you — the several types of squares and Vote Tokens 

can be confusing. Remember that: 

ectoral Groun Tokens (81's) are placed by players, during the camvaim phase, on pink 

es only, 

cating Vote Tokens (PV's) are placed during the second shase, and on yellow squares only. 

sentee Votes (AV's) are placed out in regions at the start and are picked from there by 

vers during the campaign. 

i's (and FV's) represent different votinz faczions (e.g. Executives, Parmers, and Housewives 

etc.) they correspond with the various squares in the different recions and each region has 

a characteristic voting population (e.s. a large number of Industrial Yorkers in the Midlands, 

“hite coller Jorkers in London etc.). The regions are also worth different numbers of seats; 

92 for London, 12 for . Ireland etc. 


exciting finish - just like 


zi 


“ player starts with 5 Campaign Cards and a set of ST's characteristic of his party - Labour 

and the wocialists have many more Industrial Workers than the Conservatives. During a turn, 

he nay first, after having initially placed his token in any of the 10 regions, move his piece 

into any adjacent (not necessarily vacant} region, and then ‘campaign’ by laying down ET's 

or taking IV's from the stockpile. A maximum of 2 ET's may be laid down in a turn and for each 

one laid, that player's indicator rises one point on the Yopularity Index, which is printed 

on the board, Campaign cards may also be played which have the effect of either removing other 

players' si's, or freezing the campaign in a particular rezion for one round. 

That's basically all there is to the campaign phase and this continues until one party reaches 

the meximum (20 points} on the !opularity Index, when the campaisn ceases and the game enters 

the second vhase. wever, during the Popularity Index climb, various instructions must be \ 

obeyed by players passing certain levels, and these are zenerally good (e.g. "Gain two | 
& 


Floating Vote Tokens of your choice"), 
At the end of the campiim, the board is littered with the E's of the various parties 
whilst the yellow FV scuares are still blank. Sach player will also have collected stocks of 
AV's and *V's. iuring the second phase, FV's are placed are placed on the yellow squares 
anywhere on the board. This continues until all are placed. When all the yellow squares in 
any region are filled, the result of that area is announced and each party's seats are 
calculated. When the last region is declared, the zrand totals are amnounced and the party ; 
with the greatest number of seats wins, 4 
fuch as I've tried, I've yet to come up with any general plan of strategy. lt is worthwhile 
placing at least one vote in each area so as to gain somethinz for it at the count-up. There 

is always a lot of competition in the valuable areas (London, North—sest etc.) and it's 

difficult to decide exactly how many votes to place in these areas. A strategy I often use 

is to hold back (i.e. place fewer ET's) during the campain phase and collect FV's, This 

usually means that you don't get victimised with Campaisn Vards — but a decent balance is 


obviously essential. i 
There are a couple of points I'm not too happy with. Firstly, the bonuses gained through the 


Popularity Index are too numerous; I would advise disregarding the "Leading party can place 
down one more token" bonuses. There are also several ‘hollow vromise' (i.e. worthless) Bi''s 
which are infuriating; I hardly ever place these at all — but don't tell anybody! 


Yep, it's a pretty good game, and reasonably realistic for the level of complexity. 
Incidentally, we'd be glad to hear from anyone who has found the formula for success; and 


also from anyone who has ever won as the Nationalists. 
t+ SJ ++ 


ORBITUARY COLUMN : " 
No, nobody has died, it's just that we now intend to regularly feature in the Orbituary Column 


games from the past which were once popular but have now faded into obscurity and are no 
longer manufactured. We obviously do not know of or have access to all these and so we 
appeal to you to write in with a brief description of a good game you used to play and pernaps 
still do but which is not on the market anymore. Go back in time as far as you like; we only 
make one proviso and that is it has to have been a boxed game. There must be hundreds of 
eligible games and it would be interesting to compile a list of these. The more research that 
goes into the articles the better and so things like date produced, manufacturer, price etc 
would make it even more interesting. We start this month's column off with a game not long 
departed and which I used to enjoy playing (for money!) entitled: 


POKOL (1967-1970 ); manufacturer - Ariel; price - approx. £2.10. 

This was basically a straight copy of Scrabble only card tiles are substituted for letter tiles, 
and the object of the game is to lay down poker hands on the board instead of words. Points 
are awarded according to the value of the hand laid down. 

The equipment consists of a board in the same format as the Scrabble board and marked out 
into 225 squares with a central starting area and a number of squares giving double and 
treble points values. The playing pieces are square plastic tile cards which portray the four 
suits in a pack of cards plus four jokers, used the same as blanks in Scrabble. All these 
tiles are stored on the tile racks provided. 

Again, as in Scrabble, to start the game all the tile cards are placed face down to forma 
pool and each player draws five of these and places them on his rack. Before actually laying 
down a hand, a player may discard as many of his tiles as he wishes and replace them but 
there is a points reduction for each tile replaced. Discarded tiles form a new pool. Having 
discarded, a player then lays down a hand as recognised in poker i.e. pair, two pairs, three 
of a kind, full house, straight, flush, four of a kind, straight flush or royal straight Flush. 
Points values are awarded to these hands and, obviously, many more points are given for a 
royal straight flush than a measly pair. The number of tiles played are repaced from the pool. 
Subsequent players then play in exactly the same way except that all hands must now be linked 
crossword fashion to the tile cards already played. 

The game ends when the tile pools are empty and either one player has no tile cards left or 
no player can make a further move. 

Tactics are relatively few but a few points should be remembered: 

(i) Jokers should be used very carefully to enable large scores to be made from royal flushes 
etc. Jokers played can be later substituted by the relevant ordinary cards and so be picked 
up from the board and used again. This interchangeability is of obvious importance. 

(iit) When collecting for certain hands, assess the probabilities of desired "pick-ups" fro.n 
the pool to give yourself a statistically greater chance of making the hand you want e.g. if you 
are going fora straight, try to work from "double-enders" in your hand, say 9510; J; Qlis 
already held, then an 8 or K picked up will make the straight. 

(iit) Restrict your opponent from being able to make double and treble scores. 

(iv) Pay careful attention to the tiles already laid on the board as additions to these cm often 
Prove quite rewarding. 

Pokol was not the most skillful game in the world but it could be lots of fun and also pleasure 
if you played for money e.g. 1p per point (remember Steve, ha-ha). 


Anyway, now that we have started the ball rolling I hope that some of you will come up with 
some long lost goodies that will form a facinating series of articles. 


HIL+H 
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ND HAMMER 


Charte Paseo of Washington asked for details of the winning tac- 
> or Schiramel |= a-German gambling game popular in England dur— 
Other|Weaslers too might be interested in this game and 


In dwuk Wea. 
"ties For [Bell 
ing tbe middle Of : 
hew.Atéy“can make thems 
teDER. RNC. Bell's book¢ 
The onsists of 4-%)) 
Five cards with pictures of (i) a Bell, (ii) a Hammer, (iii) a Bell and a Hammer, (iv) a 
White Horse, and (v) an Inn. 

Eight cubic di 


me 


6 of which have 5 blank sides and the numbers of 1 to 6 on the remaining 
dés (one number pe ir idie-), The other two dice are again blank on 5 sides and have a Bell 
on one and a Hammer on the other. 

tally a dicing cup and an auctioneer's gavel which, whilst not essential, do add 
to the colour of the game. 

Any number of people can play and, within reason, the more the merrier! It can either be 
played for "fun" with counters, each player starting with the same number, or for “hard 
cash". Before starting you must agree on how much a point is to be worth (e.g. 1p) and 
how much to have as a stake (e.g.5p)s@nd each player starts with 36 points. 

Each player throws 8 diceand the highest number becomes the "auctioneer" for that round 
which is played in three stages 

STAGE 1 

The auctioneer collects the stake from each player and then sells, one at a time to the 
highest bidder, the five cards. All bids and later payments are based 01 the point value 
agreed. Anyone not holding a card takes no further part in that round. (Dr. Bell mentions 
a rule whereby anyone failing to hold a card for two successive rounds is out of the game 
and his counters are added to the pool, which obviously can make for spirited bidding. This 
seems to me unfair in a'friendly'game and unenforceable when playing for cash. I suggest 
therefore, that any player who is "out" for two successive rounds has to play double stakes 


to enter next time, double again on the next rounds and so on).When all the cards are sold 
we enter 


STAGE 2 

Starting with the auctioneer each remaining player throws the eight dice and payments are 
made as follows:— 

(@) If all the dice are blanks, each player pays one point to the owner of the White Horse. 
(b) If the Bell, or Hammer, or Bell and Hammer turn up, the other dice being blank, the 
owners of the corresponding cards pay one point to the owner of the White Horse. 

(©) If the Bell, or the Hammer, or the Bell and the Hammer turn up with one or more 
numbers showing as well, the auctioneer pays this number of points from the pool to the 
owner of the card. 


There is u: 


{d) If only numbers and blanks are thrown the auctioneer pays the player making the throw 
the number of points from the pool equivalent to the number shown on the dice. 

(€) When the same number is thrown as there are points in the pool the game ends; but if a 
larger number is thrown than there are points in the pool, the player making the throw pays 
the difference to Mine Host, the holder of the Inn Card. As soon as the inn is open the third 
ohase of the game begins:- 

STAGE 3 

(fF) When any player throws all blank dice Rule (a) no longer applies but the owner of the 
White Horse pays one point to the innkeeper. 

(g) If the Bell, or the Hammer, or the Bell and Hammer are thrown, the other dice being 
dlank, the owners of these cards pay one point to the innkeeper. 

(h) If a number is thrown with either the Bell, or Hammer, or Bell and Hammer, the own- 
2rs of these cards must pay the innkeeper the difference between the number thrown and 
tne points remaining in the pool. 

(i) A player wins the Points from the pool when he throws a smaller number than there are 


6 


points init; he wins the game by throwing the same number as the ~umber of points left in the 
pool, which he adds to his store. The winner of one game becomes the auctioneer in the next 
and the whole game ends when one player has won all the counters from his rivals. 
WINNING TACTICS 

As I stated at the beginning, Charles Pasco was asking about winning tactics, but as Bell & 
Hammer is a gambling game that depends on the throw of not one but eight dice there can be 
no certain way of winning. However, one is helped by the card one holds. From the rules 
you will see that they rank as follows: 1. The Inn, 2. White Horse, 3. Bell 8 Hammer, 

4, Bell or Hammer. You must decide for yourself how much each is worth in the bidding 
and set your own limit. The auctioneer puts them up for auction in whichever order he wishes 
so by passing one card you may lose the bidding on another and so miss out on that round. 
The rules do not prevent one player holding more than one card but you will probably find it 
advisable to make an "house-rule" to that effect depending on the number playing. Alternativ— 
ely a player could buy more than one card but he would have to re-sell all but one before 
entering Stage 2. 

HOW TO MAKE YOUR OWN 'BELL & HAMMER! GAME 

First of all you need five pieces of card, cut to postcard size, on which you glue pictures of 
the above cards. These can be cut from colour supplements, magazines etc. If you have 
difficulty finding tne pictures remember that bells are often found on Xmas cards, hammers 
in tool catalogues/advertisements, inns in beer advertisements (the ian sign will do) and the 
white horse from the advertisement of the whisky of the same name (the head will do). If you 
are artistically inclined, then you could always draw the pictures yourself. For durability 
purposes it is best to place a piece of transparent fablon over the pictures. 

The dice can either be cut froma length of square wooden rod, obtained from out of two sets 
of cubic 'five stones’ or it is possible to obtain blank dice from some magic shopson which 
to make your own symbols. If you decide to use the wooden rod then it is best to mark this 
with a felt-tip pen and if you are not much good at drawing bells and hammers then 'B', 'H' 
and 'B&H! will suffice. 

A cheap but strong dicing cup can be made in papier maché. Use a cardboard beaker, as 
found in the 'take-aways', as the base. Newspaper, torn (not cut) into postage stamp-size 
squares and a liberal helping of flour and water paste should be used to build up layers on 
the outside of the beaker until a reasonable thickness is arrived at. After leaving it fora 
day or two your beaker can then be painted with poster paints and then given one or two 

coats of varnish inside and out. 

To make a simple gavel you need a 3" length of 1" diameter wooden rod plus 6" of 3%" diam- 
eter rod as a handle, Take the edges off the piece to be used as the hammer and then bore 

a hole in it half way down its length to take the handle which can then be glued into place. 

To protect your table tops from this now most destructive item it is advisable to construct 

a block onto which the gavel can be hit. This is easily made from a piece of wood 4" x 4" x 4" 
which should be varnished and green baize cloth or felt glued on the bottom, 

I hope you enjoy playing and maybe before that making this game and if any other Weasel 
reader knows of any winning systems for this game then I'm sure we would all like to hzar 
of them. 


++Kendall Johns++ 


SUBSCRIBE 


Make sure of your monthly Weasel. 
Our subscription scheme works like 
this: 

Just send a cheque/PO, made payable 
to Games Workshop, for any amount 
over 50p (overseas £1.00). 


We have received from Kendall Johns (.vho 
else!) detailed instructions as to how to 
make your very own Owl & Weasel binders. 
The binders are very simple and easy to 
make and tne cost is insignificant. 

Anybody wanting a photocopy of these 
instructions should write in to us enclosing 
a 10p postal order and a large SAE. 


The binders are designed to take 12 issues 
each. 


Each issue costs 15p plus postage. 


You will be notifted when your renewal 
is due. 


\dfor chess men but differs in a greater or 
i.e. extra men, special moves, larger board, 


2 complicated that they can only be understood, 
uter, some versions (e.g. Hexagonal Chess) 
ir own night. 

rsions is that they are played with a "standard" 
the playing of the normal game as well as 


/ towa 
1 towa 


out on the second rank as normal. The White 
nd drawn out one at a time. They are then set up 
er in which they are drawn. e.g.King, Rook, Bishop, 
rovision being that the Bishops must be on different 
The Black pieces are set up opposite in the same order (a mirror image) behind 
their pawns. All the usual rules apply, except, of course, castling but the game is played 
from these positions. This means that you have to r2-think all your usual opening gambits 
and you will find that you often discover interesting combinations which can be incorporated 
into the usual gamée 
2. THE MAHARAJAH AND THE SEPOYS. One player has all his pieces set out as usual 
(The Sepoys) while the other player only has one piece — the King (Maharajah) which is 
placed in any position on his half of the board. This piece however combines the moves 
of all the other pieces. (i.e. effectively it moves as the Queen and the Knight). The object 
is to mate the King or Maharajah. The careful player with the vastly superior numbers 
will always win but because of its increased mobility and "jumping" possibility the 
Maharajah can quickly take advantage of pieces left unsupported to leap behind the enemy 
lines and mate the King either hemmed in by its own men or against the edge of the board. 
8. ALICE IN WONDERLAND OR iLOOKING-GLASS CHESS, isa step towards 3D chess! 
You ne2d one set but two boards which are placed side by side. The pieces are set out on 
one board as normal but any move on one board has to be immediately transferred to the 
equivalent square on the other board. e.g.If you move P-K4 on board one the piece ends 
up on K4 on board two. If you later move P-KS then it goes to KS on Doard one. 
All the rules @.g. not moving iato check etc. apply and each move must be possible on 
both boards. Mating is more difficult as in effect you have to mate twice- once on each 
board, but it does make you really think out each move and is good fun too. 


++Kendall Johns++ 


for_sale 
Arthur Saville of 6 Lea Close, 
Noctorum, Birkenhead, Mersey— 
side, has for sale ULCERS by 
Waddingtons — £1 + 62p p&p. 


postal diplomacy 


Way back in the dim and distant past of issues 

2 and 3 we announced that we were willing to 

run postal diplomacy games. That, unfortunately, 
never came to pass due to lack of time on our 
part and lack of enthusiasm on readers' part. 
Anyway it is time we fulfilled our obligations to ——— 
those of you who did show interest and so we NOT COMING 
invite you to enter the first game O&W1. J ome 
We regret that we still haven't the time to run a >) 
the games ourselves; this will be done by Will “ 
Haven, on our behalf, through his postal games 
zine Bellicus. O&W1 will be for Weasel readers 
only, so come you lot, let's be having your entries. 
P.S. No game fee, but £1 returnable deposit. 8 


DUNGEONS & DRAGONS 


THE RANGERS - A NEW DUNGEONS & DRAGONS CLASS 


Rangers are a sub-class of Fighting Men, similar in many ways to 
the sub-class Paladins, for they must always remain lawful or lose 
all the benefits they gained (except, of course, experience as a 
fighter). Strength is their Prime Requisite, but they must also have 
both Intelligence and Wisdom scores of at least 12 each, anda 

& Constitution of at least 15. Their 'vital statistics' are: 


RANGERS EXPERIENCE POINTS HIT DICE* SPELL ABILITY** 
Runner oO 2 Nil 

Strider 2500 3 Nil 

Scout 5000 4 Nil 

Guide 12000 5 Nil 

Pathfinder 25000 6 Nil 

Warder C 50000 t Nil 

Guardian 490000 38 Nil 

Ranger-i<night 175000 9 Cleric, 1st level 


Ranger-Lord 275000 10 + Magic—User, 1st level 
Ranger-Lord, 19th 550000 10+2 + Cleric, 2nd level 
Ranger-Lord, 11th 825000 19+4 + Magic—User, 2nd level 
Ranger- Lord, 12th 1100000 19+6 + Cleric, 3rd level 
Ranger-Lord, 13th 1375000 19+8 + Magic-User, 3rd level 


*either with the standard system or the alternate system which allows fighters 8-sided dic 
** spell progression is as follows: when only 1st level are usable, then only one spell is 
usable, when 2nd level spells can be taken then the R-i. gets two 1st level and one 2nd level 
and at 3rd level it is three, two and one respectively. 


Until they attain the 8th level (Ranger—Knight) characters in the Ranger class are relatively 
weak, for they have a number of restrictions placed upon them. These restrictions are: 

(i) They may own only that which they can carry with them, and excess treasure or goods 
must be donated to a worthy cause. 

(ii) They may not hire any men-at-arms or other servants or aides of any kind whatsoever. 
(iii) Only two of the class may operate together. 

Advantages which accrue to low-level Rangers are: 

(i) They receive no regular bonuses for advancement due to ability, but they automatically 
gain 4 experience points for every 3 earned. 

(ii) They have the ability to track the path of most creatures when outdoors, and even i1 
the dungeons they are able to follow: 

Monster's Action Regular Needs to Track 


The Ranger so tracking must have 


eae ee caer et dee observed the monster no more thay 
goes through a trap door 01 - 50 six teaRaS previo, when in dun- 

goes up/down a chirmey 01 - 40 geons STatOn >. On the SutSoon ne 
Sent AN ete come Biles has a basic 90% chance of following 


a trail, with a 10% reduction for 
every day old the tracks are. Because of their ability to track Rangers are difficult to sur— 
prise, requiring a roll of a 1 instead of 1 or 2. All Rangers gain a special advantage when 
fighting monsters of the Giant Class (Kobolds — Giants), For each level they have gained 
they add +1 to their damage die against these these creatures, so a 1st level Ranger adds 
+1, a second level +2, and so on, 

(continued over) 


== O@ -; : 
thlevelyand above, Rangers begin to accrue a number of advantages 
spéelis atreéady, indicated. These are: 

LOWERS Will join, ‘the character as soon as ninth level is attained by him. 


ay , " 
re detailed below, 


Upon reachint 


p © 


besid 


(Gib) Ranger=Kni Its are able\to\ermploy magic items which heal or cure disease, including 


scrofs. / ‘eam @ hk vA 
5 2 a 4 2 e e A 4 : 
Gii y/Rariger-wonds Sré*able to, employ all devices which deal with Clairvoyance, Clairaud- 


ientegyy 7 | = Teleportation, including scrolls. 

to 8th andhighertevels are: 

every S-earned: Bonus is lost. 

DFietiowers who are kiléY cerinot be replaced, although regular mercenaries can be. 

‘As already mentioned, if ayRangeér turns Neutral or Chaotic he loses all benefits of the 
» becoming an ordinary Fighting Man. 


Special Followers: 
For each_of the 2-24 followers the Ranger gains, a dice roll must be 
made to determine what the/follower is. Further dice rolls to determine type, class, and/ 


or Tével/Will also’be HedeSéary. 


Type *** Class (Men Onlyj***Multi-Class (Elves Only)*** 

01 - 60 Man 01 - 50 Fighter 01 — 50 Fighter 

61 — 75 Elf or Half-Elf 51 -— 75 Cleric 51 -— 75 Fighter/Magic—User 

75 — 90 Dwarf 76 — 95 Magic-User76 — 90 Magic User 

91 — 99 Two Hobbits 96 — 00 Thief 91 — 00 Fighter/Magic—User/Thief 


00 Extraordinary (see below) 


Extraordinary Followers ***1 evel of Ability (roll for each) 


01 — 20 Ranger, 3rd — 7th level 
21 — 40 Lawful Werebear 
41 - 55 Two Unicorns 
56 - 70 Pegasus 81 — 90 Sth level 
71 -— 89 Hill Giant 91 — 99 6th level 
81 — 90 Stone Giant 0O 867th level 
91 — 99 Golden Dragon ‘ 

00 Take two rolls ignoring any 00's 


01 — 50 2nd level 
51 -65 3rd level 
66 - 80 4th level 


Where not otherwise specified Rangers perform as Fighting Men. They may also build 
strongholds. In all cases the Ranger will prefer Lawful to Neutral types. 
‘ . ++ Joe Fischer (c) TSR ++ 
P.&. The character illustrated on the Preceding page is a Lizard-Man and nota Ranger 
who is much more pretty! aasiesee 


PROFESSIONAL GO WEEKEND 


The weekend of October 11/12th saw great activity at the London Go Centre when it was 
host to two Japanese Kishi (professional Go players), Mr Katsumi Ashiba (4 Dan) and Miss 
Machiko Inoue (Shodan) for the start of their European tour. On this tour, organised by the 
Nihon Ki-in (Japanese Go Association) and Japanese Air Lines, they will visit Paris, Amst— 
erdam, Stockholm and Copenhagen after London. 

As one who was half way through one of the beginner's courses run by the Centre, (which 
means I probably rank around 35 Kyu although it usually feels more like 100 Kyu), I decided 
to go along and see how the Pro's faired. 

On Saturday spectators were treated toa display of Simultaneous Games; each professional 
playing 8 opponents at the same time! I found it difficult to watch 16 games at once so I con— 
centrated on 1 or 2. However, at a number of points I tended to get lost particularly when 
after a move and discussion it was decided that the game was lost and a player resigned. It 
made me realise how much further I had to Progress, 

Results were: Mr Ashiba won 6 and lost 2 (M. MacFadyen, 3 Dan and N. Symes, 3 Kyu) and 
Miss Inoue won 7 and drew 1 (E. Freeman, 12 Kyu). The professionals commented after— 


wards that they felt that the Kyu ranks in this country were very severe, and that the British 
were good on shapes but neededto study attack and counter atta-k. 
Sunday was film and lecture day, a tele-cine recording + 3= ~ 3de of which can be seen at the 


Ge Centre in the near future. 10 


Jonas 


TABLE TOPPING part4 TACTICS 


We will assume that you are no longer a beginner and have tried your hand in a few battles. 
‘You now want to see some of the finer points of the game; in other words, some battle tactics, 
It was said, probably by Napoleon himself, that.you win am engagement simply by getting 
more men to a particular spot at a given time than your opponent could make arrive there. 
Now on our table top battlefield this is not so easy, for two good reasons. Firstly, unless 
you are fighting part of a campaign with map moves, the two forces will be equal and any 
attempt to amass a large force at one point can only weaken your line somewhere else and 
your enemy may strike there without the trouble of assembling any special striking party. If 
you have a larger army, by reason of a map move or for any other reason, such as the 
simulation of an historical encounter, then by all means remember Napoleon's advice (if it 
was his). And of course, a special lay-out of terrain may enable you to leave part of your 
line very weakly manned, because you have seen that it cannot be charged except by crossing 
open spaces with heavy losses. : 
The second reason why it is not so easy to amass a striking force as is in real life, is that 
the opposing generals, standing up, can see a great deal more of what is going on thana real 
commander during the "horse and musket" period could get to know. This is one of the 
reasons for the Order Pads rule.Each Commander-in-chief must, before each bound or move 
on the table, give an order to each unit and this order must be carried out, even when the 
general sees, from his unnatural, lofty position, that it is going to lead to disaster. The 
movement of every single unit is supposed to be simultaneous and the order pads is the only 
way to simulate this fact. 
We can, however, assemble a superior striking force and deliver the "Greater Number ata 
Given Spot" in at least two ways. The first is to reinforce one regiment with a very few 
figures, such as we hope will escape notice, bearing in mind that a very few extra points is 
all that is needed to win a melee and that each of our figures represents at least twenty-five 
men. 
Instead, therefore, of having two regiments of, say, twenty-five each, advancing on different 
parts of the table, we have one twenty-nine and one twenty-one and this fact, givena 
reasonable amount of cover, houses or fences, may hope to escape notice until the charge is 
taking place. 
The second way is to advance two parties as if for attack, witha strong force of cavalry 
between them so that the latter could charge into the same melee with either of the two 
infantry regiments. You will be surprised how often your opponent decides that one or other 
of your two columns is going to attack, and not the other. As soon as you see him making 
any move to strengthen one part of his front you deliver the double blow at the other. A 
Particular set-up of terrain often makes this dodge much easier than it sounds. 
A third and rather risky but rewarding, if it comes Off, manoeuvre is as follows: Place a 
force of cavalry, under cover if possible, one bound on the flank of an infantry regiment 
which is in a position to attack. The cavalry themselves should be seen to be too far From 
the enemy to attack. Now place a very small party of infantry, with a staff officer if possible; 
under cover one move in the rear of the infantry about to attack. Now charge with these 
unfortunate infantry on a position which gives your enemy some morale points which you 
Pretend you have overlooked; you will get a few casualties from musket fire as you chargs 
so that, although you charged on equal force, you are bloodily repulsed. You fall back, but 
are, in the next bound, reinforced by the necessary handful of men with a fresh officer. The 
triumphant enemy persues and counterattacks, only to sustain a truly disastrous flank charge 
from the waiting cavalry. If this trick succeeds it will almost certainly settle the whole 
; * 

affair for the day! += ric Palmer-te 
++For those of you who are only recent subscribers to Owl & Weasel and are wondering why 

the above article appears to be starting with part 4, we would inform you that we are not 

that stupid and parts 1, 2, and 3 were featured in issues 4, 5, and 6 of O&W. TL++ 
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